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Towards	  immersive	  situated	  learning	  	  
with	  mobile	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Who	  I	  am	  
•  Researcher	  in	  Mobile	  Serious	  Games	  
Open	  Universiteit	  Nederland,	  Heerlen	  
h2p://www.ou.nl/	  	  
•  Entrepreneur	  in	  mobile	  and	  web	  soluMons	  
Humance	  AG,	  Cologne	  
h2p://www.humance.de/	  	  
•  Lecturer	  in	  Gamedesign	  	  
Mediadesign	  Hochschule,	  Düsseldorf	  
h2p://www.mediadesign.de/	  	  
Have	  you	  ever	  watched	  li2le	  children	  
learning?	  Or	  playing?	  
Discovered	  any	  diﬀerence?	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  Blackley,	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“Fun	  is	  the	  original	  educaMonal	  technology.”	  
	  –	  Chris	  Crawford	  
•  Why	  are	  children	  able	  to	  combine	  learning	  and	  
playing	  seamlessly?	  
•  How	  could	  we	  beneﬁt	  from	  this	  ability,	  when	  we	  
grow	  up?	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EducaMon	  
•  Industrialized	  
•  Build	  for	  Scalability	  
•  Suited	  for	  the	  creaMon	  of	  „comparable”	  people	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Is	  this	  kind	  of	  educaMon	  appropriate	  for	  
the	  social	  knowledge	  age?	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The	  social	  knowledge	  age	  
•  Highly	  dynamic	  global	  markets	  
•  Highly	  connected	  market	  players	  
•  Managing	  complexity	  
•  Mass	  customizaMon	  
•  Open	  innovaMon	  and	  virtual	  organizaMons	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Skills	  needed	  
•  CreaMvity	  
•  Flexibility	  
•  Ability	  to	  reﬂect	  
•  Ability	  to	  learn	  (life-­‐long!)	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How	  can	  educaMon	  meet	  these	  skills?	  
•  When	  students	  are	  grouped	  by	  age,	  not	  by	  
abiliMes	  or	  interests?	  
•  When	  all	  students	  receive	  the	  same	  learning	  
materials?	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TODO	  Überleitung	  Gaming	  How	  to	  unite	  gaming	  and	  learning	  again?	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Serious	  Gaming	  
•  Is	  a	  serious	  game	  just	  a	  game	  plus	  learning?	  
•  Aim:	  embedd	  learning	  in	  immersive	  and	  natural	  
processes	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The	  gaming	  	  
world	  
•  Playing	  Mme	  
•  Complexity	  
•  Domain	  
•  Learning	  curve	  
•  Scoring	  
•  MoMvaMon	  
•  Target	  groups	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EMERGO	  
Dialogue	  and	  Decision	  Games	  
•  SimulaMon	  of	  decision	  situaMons	  
Westera,	  W.	  (2013,	  29	  January).	  Games	  for	  teaching	  and	  learning.	  PresentaMon	  on	  behalf	  of	  Kennisnet,	  Heerlen,	  The	  Netherlands:	  Open	  Universiteit	  in	  the	  Netherlands.	  
EMERGO	  
Dialogue	  and	  Decision	  Games	  
•  Videobased	  dialogue	  modules	  
Westera,	  W.	  (2013,	  29	  January).	  Games	  for	  teaching	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  PresentaMon	  on	  behalf	  of	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Mobiles:	  Smartphones	  and	  Tablets	  
•  High	  availability	  
•  Permanently	  online	  
•  Connected	  
•  Easy	  distribuMon	  and	  
deployment	  of	  apps	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Mobile	  Learning	  
•  Broad	  sense:	  use	  of	  any	  mobile	  device	  for	  learning	  
•  Narrower	  sense:	  embedding	  the	  learning	  into	  a	  
context	  
•  Some	  learning	  situaMons	  are	  inherently	  mobile	  
Learning	  in	  Context	  
•  LocaMon	  
•  OrientaMon	  
•  Time	  
•  Process	  
•  CommunicaMon	  
•  GPS	  
•  Camera	  
•  Microphone	  
•  AcceleraMon	  
•  NFC	  
•  Internet	  
Workforce	  in	  logisMcs	  is	  inherently	  mobile	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Regular	  educaMon	  is	  hard	  to	  perform	  
	   Image	  Source:	  h2p://www.ﬂickr.com/photos/thriol/540149426/	  
LogiAssist	  –	  Mobile	  Assistance	  in	  LogisMcs	  
•  ObservaMon	  of	  user	  
context	  
•  Oﬀer	  of	  context-­‐adapted	  
Assistance	  and	  Training	  
h2p://www.logiassist.de/	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Mobile	  Gaming	  
•  More	  than	  100	  million	  
mobile	  game	  players	  in	  the	  
US	  
•  Mobile	  games	  are	  the	  
most	  popular	  app	  category	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What	  is	  a	  mobile	  serious	  game?	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Mobile	  Serious	  Games	  
•  Embedded	  in	  Context	  
•  ExploraMon	  and	  uMlizaMon	  of	  context	  
•  AugmentaMon	  of	  reality	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LOCATORY	  –	  Augmented	  Reality	  Memory	  Game	  
Source:	  Ternier,	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  29	  June).	  Mobile	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  given	  at	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  innovaMons	  
meeMng	  about	  Mobile	  Learning,	  Philips,	  Heerlen,	  The	  Netherlands.	  
Mobile	  Learning	  in	  authenMc	  context	  
•  Fieldtrips	  
•  City	  Rallyes	  
•  Team	  tasks	  
•  Mobile	  Quizzes	  
Mobile	  Games	  for	  Cultural	  Learning	  
Quelle:	  Specht	  2009	  
Source:	  Ternier,	  S.	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  Heerlen,	  The	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CreaMon	  of	  serious	  mobile	  games	  
•  Technical	  eﬀort	  high	  
•  Technical	  experMse	  at	  educators	  low	  
•  How	  to	  solve	  this	  dilemma?	  
ARLearn:	  platorm	  for	  mobile	  serious	  
games	  
•  Open	  Source	  
•  Authoring	  Environment	  
•  Clients	  for	  Android	  and	  iOS	  
h2p://ou.nl/arlearn	  	  
ARLearn:	  Authoring	  
h2p://ou.nl/arlearn	  	  
SALOMO:	  Mobile	  Learning	  Game	  for	  
Port	  LogisMcs	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  terminal:	  complex	  logisMc	  
processes	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Internal	  disrupMons	  
APP.com 
www.portstrategy.com 
External	  disrupMons	  
The Huffington Post, 2002 
usnews.nbc.com, 2012 
TIB,Wa 
Setsail.com	  
From	  board	  game	  to	  mulM-­‐user	  
mobile	  learning	  game	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  kids	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ARLearn:	  spread	  the	  word	  and	  join	  us	  
•  Open	  Source	  
•  Authoring	  Environment	  
•  Clients	  for	  Android	  and	  iOS	  
•  h2p://ou.nl/arlearn	  	  
•  h2ps://code.google.com/p/arlearn/	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